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INTRODUCTION 


During the Age of Feuding between humans and Zoanthropes, a new kingdom was born. 


Founded upon a dream of peace and equality for humans and Zoanthropes, this new land atraced 
scores of Zoanthropes from far and wide. However, the kingdom was young, and it relied heqyily 
upon its Zoanthrope army for security and on its special brigade of Zoanthrope merceneties for 
income. Even more troublesome for the infant nation were rumors of cruel experiments being 
carried out on Zoanthropes to uncover the secret behind their mysterious ability to transform Ti 
fighting beasts. Though nearly everyone, Zoanthrope and human alike, strongly opposed these 
experiments, no one could prove that they were actually taking place, much less who was 


responsible for them. ) 


\ 

In an effort to bring the nation together and show off the power of the Zoanthrope army and | 
mercenary brigade, the kingdom decided to sponsor the ultimate Zoanthrope fighting tournament. 
The winner would not only earn the fitle “Zoanthrope Champion,” but also take home a ~~ 
cash prize. 


If only the participants knew what was really awaiting them... 


[op | 2) ee ee lo a 


BradyGAMES would like to sincerely thank everyone at Activision and Hudson, especially Justin Berenbaum, Patrick 
Dwyer, Dustin Thomas, Adam Hartsfield, Joe Favazza, Jeff Matsushita, Yuriko Fujisawa, and Brad Carraway—this guide 
would not have been possible without your gracious assistance. 


BRADYGAMES STAFF CREDITS 


Publisher Title Manager 
David Waybright Tim Fitzpatrick 


Editor-In-Chief Screenshot Editor 
H. Leigh Davis Michael Owen 


Marketing Manager Book Designer 
Janet Eshenour Dan Caparo 


Creative Director Production Designers 
Robin Lasek Tracy Wehmeyer 


Assistant Licensing Manager Bob Klunder 


Mike Degler 


Assistant Marketing Manager 
Susie Nieman 





sf |) ae oo) oe ol) ot el 






SAGES ocrsiece walaiccinie sicla sie ieleiedis oils clsis'ccsie «'s 


GAME BASICS 








CHARACTERS 








ALICE (RABBIT) 










JENNY (BAT) 





100 | URANUS (cHiMERA) 






90 | GANESHA (ELEPHANT) 













CRONOS (PHOENIX) 


ery = et ee J SE ot 


mMeEeETHOVUIS OF MOVEMENT 


Use either the Control Stick or Control Pad to control character movements along the 
horizontal and vertical axes. To sidestep, use the L and R Buttons. In this guide, all 
commands for attacks are given with the assumption that the character is facing to 
the player's right. If your character is facing to the left, make the appropriate adjust- 
ments. If your character is knocked to the ground, pressing any direction causes your 
character to roll in that direction. Press nothing to have your character to stand 
straight up, or press @ for a Rising Attack. Rising Attack is available to every char- 


acter, and is listed the same way in every character's Standing Attack Table. After 
being knocked to the ground, press @. 


| If your character's back is exposed to the opponent, pressing in the direction of 
the opponent turns your character around. 


2 You can jump forward a, back », or jump out of a dash > + +. 
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There are two gauges of interest onscreen during game play. The first is the Life 
Gauge. A round is over when one character's Life Gauge is fully depleted, or when 
the time expires. In either case, the character with more Life Gauge remaining is 
declared the winner. The Life Gauge is located at the top of the screen, just above 
the name of the character it represents. The green portion of the Life Gauge rep- 
resents remaining life, while the blue portion shows how much Life Gauge can be 
recovered while in Beast or Hyper-Beast Form. 


Remaining Life Gauge 
Recent Damage Taken 


Recoverable Damage 





 BEAST-POS Bs -sestnemntneonaeint 





While Beast Poses do increase the Beast Gauge, they are also an open invitation 
to opponents to take free shots for easy damage. 





Each match begins with enough Beast Gauge to change to Beast Form. When this 
gauge is completely emptied, it fills with blue, then yellow, and finally red. Once 
the gauge is blinking red and yellow, no more Beast Gauge can be accumulated. 
Changing to Beast Form takes place when your character is in Human Form, has 
enough Beast Gauge to effect the change, and you press ©. The change can 
occur while your character is standing still, jumping, dashing, in the middle of a 
chain, or while you're inputting a command attack with @. 


Beast Gauge will slowly fill on its own, but attacking, blocking, evading and 
Beast Poses (see definitions at the bottom of this page) all accelerate the rate 
at which the Beast Gauge fills. Once you activate it by pressing ©, the Beast 
Gauge flickers white and yellow and shrinks as you take damage. Once the gauge 
is emptied, the character will revert to Human Form when he or she gets knocked 
down. Performing a Beast Drive in Beast Form, regardless of whether it con- 
nects, reverts your character back to Human Form. 


Blue Beast Gauge Filled Beast Gauge 


BEAST DRIVE | 





Beast Drives are powerful attacks available only when a character is in Beast or 
Hyper-Beast Form. The commands to execute each character’s Beast Drives are 
thesame: ¥u > 4u>+@Qandte<e vee t 


A characteristic that all characters share \ While in Beast Form, the following changes take place, and unless otherwise noted, 
is the ability to beastorize. So long as ar a they also carry over to Hyper-Beast Form: 
the Beast Gauge has “BEAST CHANGE!!” 


over it, your character has the ability to . 
change to his or her more powerful ey re |1H You can access new attacks, including Beast Drives, by pressing ©. The new 


Beast Form. If the gauge is blue, then : & attacks are listed at the end of each character's section. 
attempts to beastorize result in a Beast (aaa Beewww tie ve if 8 Your character's offensive and defensive abilities are increased. He or she 
Pose. ops . will hit harder and receive less damage from being hit. 


118 The blue area of your character's Life Gauge begins to turn back to green. 


118 Your character's jumping ability is enhanced, meaning he or she can jump 
higher and farther. Also, each character, except Ganesha and Stun, gains the 


CANCELLING ATTACKS ability to jump into the wall, pause on it for a split second, and jump off. 


The ability to cancel attacks (see definition to the left) is available at dif- 


Pressing ® at certain points in some attacks or moves allows you to cancel their } ty 
ferent points than when your character is in Human Form. 


execution. Some moves execute too quickly to be cancelled, and others can be 
cancelled only at certain points in their animation. 
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Once activated with either the Hyper-Beast Button (default is the Z Button) or with While in Hyper-Beast Form, the following changes take place: 
@ + + @, the Beast Gauge flickers white and red and turns into a timer. Once 
the Beast Gauge has emptied, your 

character reverts to Human Form. It is : 

not necessary to have a yellow and red ‘ 2 |18 A character recovers Life Gauge at a faster rate than when he or she is in 
flashing Beast Gauge to change to : Ss 7 ee Beast Form. 

Hyper-Beast Form, though activating it ar 118 You gain the ability to shift between moves. Keep in mind that this doesn’t 
at any other time will deplete a charac- Al ee increase the speed of chains, but it does make it possible to link moves that 
ter’s Life Gauge. The amount of Life ' ake normally don’t go together. This is a bigger advantage for moves that nor- 
Gauge spent depends on how much Se — mally have a long recovery time. Experiment in Training mode fo get a good 
Beast Gauge is available. The lower the ; feel for how this impacts each character. 

amount of Beast Gauge built up, the . 
more Life Gauge is consumed. 


CONVENTIONAL ATTACK COMMAND ATTACK 


An attack that uses no more than one directional input. This includes moves that An attack that requires more than one directional input, such as # » +, or + *. 
use a single directional input multiple times, such as dashing attacks. It also 
includes move that don’t use any directional input. 


|18 The round timer stops. If you're behind and the time is about to run out, it’s 
always a good idea to change to Hyper-Beast form. 


|18 Performing Beast Drives does not deplete your Beast Gauge. 


HYPER-BEAST FORM ABILITIES 
CO Dh ET—e™ 


| Any Cancel A Can cancel all conventional attacks. Bakuryu, Kohryu, Gado, Xion, Yugo 
Any Cancel A means that you can shift your move from a conventional attack to 
command attack (see definitions above this table), except for command throws. 
~{ Can cancel all attacks. 
J Any Cancel B means that you can shift your move from one command attack to another. You cannot 
move to the same command attacks (for example, + x + + @to + = > + @), but you can 
1 shift your attack from + « > + @ through > + @andto +» > + 


Tike o damage vienbeng cided. SSSCS~S~SC 


T Restore one’s energy level while damaging the opponent. 


Hyper-Beast Form continues on next page 





Hyper-Beast Form continued 


Disable the opponent's defense ability. Usually, when a character is in Hyper-Beast Form, his or her 
defensive ability is higher than it is in Human Form. Those who have the Void the Opponent’s 
Defensive Ability can break down a Hyper-Beast defense and damage the opponent as if he or she 
was in Human Form. 


Block attacks cause some damage (20%-40% of normal). 

Blocked attacks cause damage on multiple parts of the opponent's body (High, Middle, Low). 
When a character is in Hyper-Beast Form with Kezuri B, he or she can still inflict damage to an 
opponent who blocks an attack. 


The game is set for auto-blocking (known as Light Block), which means the To defend against Block Break attacks 
Control Pad in a neutral position blocks Middle and High attacks, but is vulnerable (definition below), use Heavy Block, which 
to Low attacks. Crouching blocks Low attacks, avoids High attacks, but is vulnera- is + + @, or + @ for Low Heavy 
ble to Middle attacks. Jumping blocks High and Middle attacks and avoids Low Block. 

attacks. However, blocking while airborne leads to a stunned position that is 

vulnerable to further attacks. 





BLUCA DREA 





A Block Break is a stronger attack, marked by a flash of yellow, designed to 
break through Light Blocks. Breaking through the block reduces the amount of 
damage inflicted by the attack. 





Evade by pressing @ just before an Duck down by pressing + +. While in this 

attack lands. To evade throws, press @, position, both High and Middle attacks go 

©, ©, or @ immediately after your : over your character, while Low and 

opponent executes a throw. You must per- é Medium-Low attacks will knock him or 

form the input no later than the moment rite se her out of the position. Without further 

your opponent makes contact. Although most blocked moves inflict no damage, command input, your character will auto- 
evading moves is a better idea because you avoid spending time in block stun. matically stand after approximately two seconds. 


Move the Control Stick and press buttons to recover from being stunned or 
knocked down. If your character is knocked into the air, press @, @, ©, or D 
to recover and have a chance to block or attack. 














ATTACHING 


Each character's full complement of attacks is covered in his or her own section. 
Attacks come in the following types: Standing, Crouching, Jumping, and Throws. 


oe A ee ee ee a — 


TABLE NAME—Describes what 
type of attacks are listed. 


DAMAGE—See the following section titled 
Damage Modifiers for information about the 
Damage column. 


JUMPING 
MOVE NAME COMMAND | DAMAGE 
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MOVE NAME— 
The name of the move. 


COMMAND—The direction(s) and buttons used to execute the move. The buttons cor- 
respond to the buttons used for the game and not the buttons on the controller. Note 
that some moves have similar command inputs. A “+ between direction inputs and but- 
ton presses indicates that the direction and button MUST be pressed at the same time 
(simultaneously). A space between the direction and inputs indicates that the first input 
must be completed before performing the command that follows (consecutively). 


© 


lock Break/Knockback 
, Tee 





Kick Button (defaults to A Button) 
Punch Button (defaults to B Button) 
Beastorize (defaults to X Button) 
Block (defaults to Y Button) 
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CHAINS 
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CROUCHING 


BEAST FORM CHAINS 
coments 


00000 
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GROUP A CHAINS 


AME 





be THROWS 
En 


GROUP 8 CHAINS 


eed COMALLEDS 





NOTES—This column provides additional information 
about the move. Note that some attack characteristics 
(Bounce, Launch, Stagger, Knockback, and Trip) change 
between Human, Beast and Hyper-Beast Forms, or if the 
opponent is recovering from an attack. For example, an 
attack that normally Staggers may Launch an opponent 
recovering from a Trip. It also lists other properties of the 
move, such as the number of hits, and whether it’s a Block 
Break, a Counter, or a Block Attack. 


BLOCK—The height at which the attack strikes. 








i High 

M Medium 

L Low 

N/A Move can’t be blocked 





Two things to point out about 
the Block column. First, all 
Throws are blocked the same 
way (see Evading Throws), so 
there is no Block column in the 
Throws tables. 


Second, when two letters are 
included in the Block column 
and the attack hits only one 
time, then the attack hits at two 
heights. In multi-hitting moves, 
it could mean that different hits 
strike at different heights. Use 
the Training mode to learn 
more about individual moves. 








BOUNCE 
An attack that strikes an oppo- 
nent, causing him or her to 
either stumble closer to the 
ground or hit the ground and 
rebound a short distance into the 
air. 


TRIP 


An attack that strikes the legs of 
an opponent, causing him or her 
to stumble closer to the ground. 


KNOCKBACK 


A powerful attack that drives 
opponents backward some dis- 
tance. One can use attacks that 
have knockback to achieve a 
ring out victory if the stage’s 
walls have been eliminated. 


LAUNCH 


An attack that pushes the oppo- 
nent into the air but allows for 
an Air Recovery. 


STAGGER: 


An attack that pushes the oppo- 
nent into the air and renders 
him or her incapable of an Air 
Recovery. Staggers come in two 
varieties. The first is where the 
opponent barely leaves the 
ground and doesn’t get high 
enough to Air Recover. The sec- 
ond is where the opponent is 
stunned by the attack and spi- 
rals to the ground. 


COUNTER 


A defensive position in which the 
defender awaits being struck by 
an attack and then hits back 
with an attack of his or her own. 


BLOCK ATTACK 


An attack that allows a character 
to attack while maintaining a 
High/Middle Light Block. Green 
lightning covering the character 
marks Block attacks. 


CHAINS 


CHAIN 


A programmed string of attacks 
that execute when a player 
presses the ®) (K), ® buttons 
in a certain order. The game 
stores the inputs and executes 
each part of the chain if the 
buttons are pressed in the 
correct order. Some chains 
require precise timing, but they 
are rare. 


COMBO 


A string of attacks set up so that 
when the first attack connects, 
the following attacks are guar- 
anteed to hit. The total number 
of hits in the combo is counted 
onscreen, just below the Life 
Gauge. 


Chains listed outside the 
“Beast Form Chains” table 
that call for the use of © 
require that the Beast 
Gauge is filled, or the char- 
acter must already be in 
Beast Form. 


If a chain begins with ©, 
then that chain can be per- 
formed only if the charac- 
ter is in Beast Form, except 
for those chains that begin 
with a command input 
attack. Command input 
attacks begin with either 4 
spore ee. 


TABLE NAME—The chains being listed. Table names that 
begin with “Group” denote chains that are used to end cer- 


tain chains listed in other tables. 


CHAINS 





COMMANDS 





CHAINS 
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STARTER CHAINS 





CROUCHING 
BEAST FORM CHAINS = (GCC S0 SIO CO CE 
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GOLDEN MILL CHAINS 
(AFTER a + + GF 
JUMPING 
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NAME—The name of the chain. Not all chains have indi- 
vidual names; such chains are considered part of a family 


G-Ill Double ©, G (to Group A) 


=> 


ngry Fist 
G-lll Kick Angry Fist 
Amazon Blow 


RK Shooting Reverse Kick, @, @ (to Group B) 
M-VI Punch ©, @, G (io Group B) 
IS 


M-VI Nupperm 


MeV Nupperm Fake 


M-VI Stinger 
M-VI Gun 
Spinning Knuckle 


Angry Slash 

G-Ill Angry Slash 
Hunting Arrow 
Hunting Dive Elbow 
Amazon Gunner 
Amazon Scratch 


with the opening moves being the same. If the command 
ends with (To Group X), then that chain links into all of the 
chains listed in that table. : 








VJAMAGE MOVIFIERS 


Several factors go into determining exactly how much damage 
an attack inflicts. First, the characters are split into four groups 


of defensive ability. They are as follows: 
Tough: Gado, Ganesha, Kohryu, Stun 
Semi-Tough: Long, Yugo 


Average: Alice, Bakuryu, Buzuzima, 
Cronos, Jenny, Shina, Uriko 


High Damage: Shenlong, Uranus, Xion 


IMPORTANT! 


The damage values supplied in the character section 
move tables are NOT absolute values. Use the values 
provided as a general guideline for COMPARISON 
PURPOSES ONLY. Many factors modify the actual 


damage value of an attack. Such factors are dis- 
cussed in this section. 


The damage values in this guide were obtained by 
attacking a character from the ‘Average’ damage 
class in Human Form in the center of a fighting stage. 





a 


TRON changed Unika iin the strongest artificial beset tas machine i axe 
tenes. bs there something imide of bar that will ewaken or tad axyyoe made # 
ssa of Dae? Uranup had the fate 17 be beth the wile of the god of the sky and 
the mother of the gad al unis, Crome. 
































The table below shows an example comparison of an attack that 
inflicts 35 damage points to the Average group. The difference 
between each group is not a fixed value, but a percentage 


change of the damage inflicted by the attack. 





Tough 32 
Semi-Tough 34 
Average 35 
High Damage 36 


Characters in Beast or Hyper-Beast Form inflict more damage 
and receive less damage than those in Human Form. This means 
that the form your character is in, and the form your opponent's 


character is in, impacts the amount of damage inflicted. 


Attacks to an opponent's back inflict more damage than those per- 
formed face-to-face. Also, dropping or driving an opponent into 
the ground or a wall inflicts extra damage. The amount of extra 


damage is determined by the attack used to drive the character. 


Finally, for attacks that hit multiple times (check the Notes 
column), our tables list damage inflicted when all hits conn 


successfully. 


Please keep all these factors in mind as you read through the 


character sections that follow. 
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Each battle takes place in one of several incredibly detailed 


stages. Every stage has destructible boundaries that keep 


lath 
i i Lat 
coe *. ‘44 
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combatants in fairly close 
quarters. The barriers can 
be damaged and eventually 


destroyed. 
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Size: 12m x 12m ring 


Once a barrier has been removed, it is possible to achieve vic- 
tory through a ring out. Strike an opponent with enough force 
to send him or her hurtling Bans 

through the air and outside a 


the stage’s original boundaries ’ 
to score a ring out victory. " SS oe 


The screenshots to the left show the lifecycle of a barrier. 
The barrier to the upper-left is undamaged, the lower-left 
picture shows a damaged wall, and the final shot shows part of 
a barrier destroyed. 


The Asian Gate stage is a castle garden with a pond and Torii Gate somewhere near Shizuoka, Japan. It complements 
eee Bakuryu and other Japanese characters. The north side (the camera direction at the beginning of a match) is the door to 
the castle courtyard. A pond surrounds the rest of the ring. The stone walls surrounding the pond lend a very open feeling 


to the stage. The season is set in the spring. 





Size: (2) 12m x 12m rings 


The Chinese Temple stage is located near Suzhou, China. It was built to complement 


Long and other Chinese characters. When one of the fighters is knocked through the 
north wall (camera direction at the beginning of the match) onto the stone platform 


outside, the round will result in a ring out. The next round will begin on the stone 


platform. Because this platform's only wall is on the north side, you can easily score a 


ring out victory by throwing your opponent to the east, west or south. This should 


add depth to the stage because you really have to be careful about your position as you fight on the outdoor platform. 





Size: 6m x 18m 


This stage consists of a busy freeway overpass above water. Characters get hit by cars when they ring out into traffic. 
Occasionally, when a character rings-out into the passing cars, he or she may bounce back into the ring and continue 


fighting! 





Size: 12m x 12m 


This stage consists of an airline elevator on a large aircraft carrier. It compliments Gado and other military-style characters. 
This stage is set in the early morning, just after sunrise. One can see the ocean to the south. 





Size: 20m x 20m 


gq ft The Midnight Rooftop stage is located at the top of a skyscraper in the downtown area of a major metropolis. Set in the 
eee) evening, the windows and walls of the surrounding buildings reflect light and give the stage a very lifelike feeling. 





Size: 6m x 6m (upper); 12m x 12m (lower) 


The Back Alley stage is reminiscent of a fighting ring in the movie Fight Club. This 
stage includes a small, raised roof-type ring and a larger lower ring. If either charac- 
ter breaks through the upper ring’s floor, the battle will continue immediately after 
both characters land in the lower ring. The stage is set in the hottest days of summer. 








Size: 12m x 12m (upper); 10m radius ring (lower) 


This stage is a Romanesque underwater aquarium. If either character rings-out 
through the north wall of the upper ring (camera direction at the beginning of the 
match), he or she will fall into the lower ring. If he or she rings-out through any of 


the other walls in the upper ring, the result will be a ring out loss. The lower ring, a 
secret laboratory filled with various experiments, is circular and has no breakable 
walls, which makes ringouts impossible. 








































































































































































































































































































































































































Alice was abducted by TYRON and transformed into a half-beast. Now she 
assists Yugo, her childhood friend, by working for NGO as a volunteer. Worried 
about Yugo going on his journey alone to find out about the mark, she decides 


to follow him. She also bears the mark. 


Age: 22 
Gender: Female 


Boss: Long 
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JUMPING 


COMMAND — |DAMAGE BLOCK | 
i+-+@ ~~ a 44 lock Break/Knockback 
f+++@ 22H _J Block Break/Knockback 


Block Break 


Facing crouching opponent 


Air throw; must face opponent 


2 hits/Turn opponent around 














Alice’s Block Attack is a Medium-striking 
forearm. Press the Block button to cancel 
the attack at any point up to the move 
making contact. 


Due to a small shuffle-step before launch- 
ing into the kick, the Somersault Kick has 
a little more range than one might 
expect. When it connects, it knocks oppo- 
nents slightly into the air. 


Use a Somersault to knock away oppo- 
nents that are trying to jump in deep. It 
will not hit opponents jumping up or 
away, and is most accurate against oppo- 
nents directly overhead. 


Per Ce een , This is an effective string of attacks that strikes at all levels. The first two attacks 
The Rabbit Spiral strikes five times and is ——— = hit High, while the last two drop to Medium and Low, respectively. If the final 


effective against jumping and grounded = "4 kick connects, it trips opponents, allowing an opportunity to extend the attack. 
opponents. Because the damage is divided > 


almost equally to each hit, use another 
attack if all five strikes aren't going to 
connect. 


yy 


PERE 


Alice follows a hop back with a sliding 

kick. Depending on how far away from 

the opponent Alice starts this move, she = 

may slide through and end up behind her = S.=..%* There are two ways to modify the Sway Kick Combination. Use + + @ after the 
opponent. Mix with « + @and# +@ : 4 e. punch to strike Low. Keep in mind that it initiates slower and is less reliable as a 
to keep opponents guessing which way to wee follow-up. The other modified form of this move starts out with # + @. Both 
block. ———— pie the first strike and the follow-up kick hit Low. 








The Through Punch Upper covers a bit of ground and can be used to get in close 
to opponents. Aside from that, it doesn’t have any special characteristics that 


merit using it very often. 


Although the move starts from a crouching position, only the final kick strikes 
Low. 
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Add « + @ after the last hit of the Leg Beat Combination to score an addition- 
al hit and kick the opponent away. 


The Rabbit Step Hammer is a deceptive move because the first punch is actually 
a Medium strike out of her crouch. Opponents may crouch in response to Alice 
crouching, leaving them vulnerable to this special attack. 





The opening punch can be blocked either Low or Medium, but the two kicks 
strike Low and stagger opponents long enough to follow up with another attack. 
In Hyper-Beast Form, the final kick knocks opponents entirely off of their feet. 


Do not attempt this special move unless Alice is in Beast Form or there is enough 
Beast Gauge to change into Beast Form. If the first kick connects, then the second 
one will as well. The second one launches the opponent high enough to allow him 
or her to recover before the final flip occurs. In Hyper-Beast Form, most of the 
attacks are Block Breaks, but each kick puts the opponent high enough to recover. 


Another move to attempt only when the Beast Gauge is filled, or when Alice is 
already in Beast Form. The final move is a sweep that staggers and requires a longer 
recovery time. Follow-up attacks must execute very quickly, but they are possible. 


A variation of the Leg Beat Combination, this move ends with a back flip, which 
kicks Alice away from the opponent, instead of a front flip. 


In Hyper-Beast Form, Alice gains the Consecutive Hit 


Effect and Power Legs. 
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hange to Beast/Fixed distance flip/Stagger 
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MOVE NAME NOTES 


Blitz Punch 


Reverse Drop Kick ack to opponent/Stagger/Block Break & Launch in 


yper-Beast Form 

ashing Attack/Block Break 

tagger/Block Break & Launch in Hyper-Beast Form 
aunches staggered opponent 

lock Break in Hyper-Beast Form 

op through opponent/Bounce 


Triple Somersault 
Raising Toe Kick 
Rabbit Straight 
Rabbit Kick 

abbit Hammer 
Squat Blitz Punch 
Squat Turn Hammer 
Jackknife Drop 
Hopping Kick 
eedle Kick 

last Leg 

ir Cutter 
Stardust Kick 
Switch Moon Sault 
Rabbit Frap 
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ack fo opponent/Trip 
pponent must be on ground 
rom duck position/Block Break/Knockback 


So 


rip/Block Break in Hyper-Beast Form 

tagger/Block Break in Hyper-Beast Form 

lock Break in Hyper-Beast Form 

ixed distance flip, land facing opposite direction/Stagger 
Block Break/Launch 
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Lifting Star Lane 


7 Hits 











4+6,4+6,6,6,0 


The Low Rabbit Knee Rush is useful against crouching opponents because the 
final hit staggers, allowing the opportunity to land more hits behind the initial 
string. Try using « + © to start the chain from time to time—it has one less 
hit, but ends with a knockdown. 








Bunny Love begins with a front flip and ends with a hip bump that knocks oppo- 
nents a short distance away. Use this move to punish an opponent's missed Low 
attack, but keep in mind that Alice ends the move with her back to the opponent. 





4$+0,4++0,4++0,4++0 


To keep opponents guessing whether to block High or Low, mix the Low Rabbit 
Slider Rush with the Low Rabbit Knee Rush and Alice’s standing chain (©, ©, 
©, [ony direction except Up] + @). Ending a standing chain with + + @ 
works best, as it strikes at all levels. 











Alice remains grounded in the opening sequence to the Lifting Star Lane. The 
first strike, where Alice sways back and follows up with a ducking head swipe, 
must connect for this move to work. The move ends with a bicycle kick, and the 
final damage amount varies, depending on the proximity of a wall. The closer 
the wall, the more damage you'll inflict when Alice kicks the opponent into it. 











Bakuryu had been an assassin for TYRON. He was left maimed during a brain- 
washing experiment, but Yugo rescued him and adopted him. Unfortunately, the 
remnants of TYRON abducted and re-brainwashed Bakuryu. He returned to his 
role of assassin and fought against Yugo. During these fights, his real memory 
returned and he decided to live as a human and fight against his dark past 


alongside Yugo. He also bears the mark. 






Boss: Yugo 
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Heavenly Lightning 4+4++@ 


Smoke Spiral Kick 4+2++Q@ 
Knife Punch 
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Air Current Attack +4++@ 


CHAINS CHAINS (CONTINUED) 


Flowing Attack Chains} © (to Group A) 


piral Shadow Blade | @,O,0,0,++@0 5 










rT Y eee 
| 
--OO [a 
=-@@G+--+@ | | 
--@G0 | 8 
+00 ie 


i 
a | 
nife Punch Chains ©, (to Group A) | _ fi Sword Drop Blade Kick ae 
{Also work with Crashing Eyes | _f Fang Drop Hammer 0,.6,0,-+G,++@ o 
0,0,0,0 | fg Moon Shadow ++@ Z 
| faq Poisonous Claw Spiral | @ rP) Pe Z 
a Shadow Blade | 
00,01++0 i Flowing Line Scratch | + +@, + Yi 
ee as 
000+:00 |K 
= Shin Shot Chains 


a. 
0,0,0.0,0+-0 [7 
| 


bP) 


jouble Gale Kick 

moke Spiral Gale Kick 
ale Crescent Moon Dro 
Lightning 





— = 
— 
_— = 
-_ = 
oe 
> 
_— = 
=z 
> 
_— 
— 
_— = 
— = 
_—  - 


s\/ele|= alolo 
a 
c 
S 
<= 
= 
BS 
5 
bed 
is 


BEAST FORM CHAINS 
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Low Stabbing Kick 
akuryu Step 


Poisonous Claw Slash 
Poisonous Claw Chains | ©, @,++@ 


ack to opponent/Trip 
i rom duck position 


hin Shot 
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| Move NAME COMMAND  }DAMAGE} BLOCK} NOTES 
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Poisonous Flowing Line ping Eitgor t++@ | 22 |_M__{ Block Break/Knockback 
Kick Chains Flying Knife HM | ae a 
_ = 7 Flying Dragon Sword =f + +/+ +@ ZT Block Break/Bounce 


GROUP A CHAINS 


Explosive Snow Sliding 
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Dragon Drop ,++@ 
Half Moon Shadow 
Dragon Drop Moon Shadow 


Head Spinning »~+@ 


S_# Reversal Line Drop 


Tearing Shadow 
Line Drop 


Super Snow Light Line Drop 
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The Flying Line Drop doubles as both a 
Block Attack and a Counter. With the 
delay between starting the move and it 
landing, it is possible for an opponent to 
block this attack. 


This move steps back from the ducked 
position and calls lighting from the 
ground to grab and hold opponents. 
Quickly follow up, or the opponent will 
fall to the ground before you can land 
another move. 


This is an excellent move to use against 
opponents trying fo jump in and attack. If 
the throw doesn’t connect, Bakuryu will 
at least stagger the opponent, allowing 


him to land safely. 





Smoke Bomb is a tool for positioning and 
for escaping from being trapped against a 


wall. Mix if up with the Smoke Spiral Kick 
to keep opponents guessing whether 
Bakuryu is moving or attacking. 
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Use Lightning against an opponent that quickly tries to strike behind blocked 
attacks. The delay between the Bakuryu Kick (first kick) and Lightning is enough 
that Lightning is easily blocked, even if the Bakuryu Kick lands. Save Lightning 
for aggressive opponents, and mix it in to keep them guessing. 
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There are three ways fo perform the Smoke Spiral Kick. The first is to input the 
commands as given, which results in a spinning, airborne kick (top-left screen- 
shot). Input the move and hold @ immediately afterward to cancel the kick and 
spin to the ground (top-right screenshot). Holding + after executing the initial 
command leads to a delayed kick, which doesn’t come out until Bakuryu is on 
the ground (bottom two screenshots). 


0000-+0 0G6G-+0-+01+0 


This is a rapid string of punches, ending with a wild uppercut that spins Bakuryu Use + + @ only if the chain is blocked at some point. Ifyou use it after the « 
around. If the uppercut lands, it does stagger the opponent, but Bakuryu has a sek é : fhe ' 
bord tine recovering from the:spin to toke adhventage. + @ strikes, it puts Bakuryu right next to his opponent with his back open! 


The x + @ command links into @, @, and ©, but only @is a clean 
combo. It is more useful when you're close to walls because the kick’s recoil is 
reduced, which facilitates easier follow-up attacks. 


Use this move to either change to Beast Form, or while you're in Beast Form to 
launch opponents. Just make sure there is enough Beast Change energy avail- 
able to make the switch. 


Start this in close, as you must execute the first €9 immediately after the > > 
command. The second hit is the toughest one to score, so practice to get a feel 
for the proper range. It’s also possible to add + + €, @at the end of the 


move for two more hits, but the timing is tricky. 000006,6,6 


The first three hits do combo, but it’s the second kick that knocks opponents back Just as with the Rising Scrape Up, use this move either when you're in Beast 
if it strikes. This isn’t a particularly deceptive chain because it remains High, Form, or have enough Beast Change energy to make the switch before you 
except for the final kick, which strikes Medium. attempt it. Use + with the final @ to slide away after the hit. 
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BEASTORIZE BUTTON ATTACKS - HUMAN FORM 
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BEASTORIZE BUTTON ATTACKS - BEA 


ack fo opponent 
ashing Attack/Block Break/Knockback 
lock Break/Knockback 
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ack to opponent/Dash away 
ponent must be on ground 
rom duck position/Launches 
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tagger 

tagger 

tagger/It timed-correctly, does 35 damage and 
turns opponent around 


3 Hits 
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NEW MOVES FOR BEAST MODE 
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Dragon Sword launches opponents into 
the air, but it has too much recovery time 


for a successful follow-up attack. It is also 
possible to execute this attack by pressing 


@®ofter. + @ 
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This is a long string of Medium attacks that ends with the opponent at the end of 
Bakuryu’s claws. It’s also possible to end this chain with a © back flip to stagger 
opponents. 


This is a flurry of claw attacks, ending with an upward swipe that launches oppo- 
nents. It's very difficult to get this chain to land effectively because only the two 
middle @ attacks combo. 











The Double Inferno begins with a forward dash, leads to Bakuryu circling his Although it does less damage than Double Inferno, Magic Spear has an advan- 
opponent in flames, and ends with two crossing dashes that leave the opponent tage in that it moves underground and pops up under an opponent, striking 
face-first on the ground. Bakuryu ends the move with his back to the opponent, Low. Just as with Double Inferno, Bakuryu ends the move with his back to the 
so quickly turn around. opponent, so quickly turn around. 








Busuzima was a scientist working to make immortal creatures. He had been 


doing cruel experiments on human bodies to create the ultimate beast, but right- 





eous beast fighters destroyed his dream. When the mark appeared on him one 
day, his disappointing situation took a favorable turn. He started to search for 


a . 
Sep the origin of the mark in order to be an unequaled man. 
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ack to opponent 
ashing Attack/Block Break 
lock Break/Bounce 
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tagger 

lock Attack/Knockback 
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G, + + Q (to Group A) 












f\ 
ihn = ta, 
aaj 


GROUP A CHAINS 
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Ultra Punch, @, @, ++ @ q 
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Block Break/Bounce 





Face opponent's back 
Facing crouching opponent 
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Use the delay between the kicks to set up opponents for the attacks that follow. 
Keep in mind that Group A chains are also available after @, + + @. 


Busuzima Serious is actually a change in stance that accesses a new set of 


commands. The commands are: 


An extended variation of the Group A chains, All Open Transparent Kick ends 
with a Low attack after a string of Mediums. 





fo neta 
: 
[+ crease Beast Gauge _ 


—_____}____ It is possible to use up to four > + @ before hitting the kick to finish the 
- - chain, which always results in a knockback. Mix in B-S-U-Z-I-M-A Punch (two 
i CR End Busuzima Serious more > + @) to change the final strike from High to Medium. 








Back Blow Attack (-» + @ in the final spot) executes quicker than Back Attack, While the final move of Hooligan Fake Kick Combination is a swiveling feint, it’s 
but Back Attack inflicts more damage. Also, Back Blow Attack ends with a High possible to either switch the @ with a ©, or tack on two more + + @ to 
attack, where all of Back Attack hits Medium. execute delayed attacks. 
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All Open Upper Punch is a chain of Medium strikes ending in a Block Break Once this follow-up to Busuzima Exercise gets started, don’t stop pressing @ 
change to Beast Form that launches opponents. Don’t use the © against an until the opponent is knocked up into the air! To maximize the number of hits, 
opponent adept at blocking because there is a noticeable recovery time after the try catching an opponent just off of the ground. 

uppercut. 
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It’s possible to end on the ®, but the « + @ tacks on a nasty Block Break 
kick after a short delay. 





All of the attacks in this chain strike Medium, and the final punch is a Block 
Break. After any of the first four punches, you can change up with @ for the 
Busuzima Kick Combination. Because it strikes High, avoid using it against an 
opponent that crouches down. 








In Hyper-Beast Form, Busuzima gains the 


Any Cancel B and Invisible Effect abilities. 
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BEASTORIZE BUTTON ATTACKS - HUMAN FORM 
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lock Break/Bounce 
lock Break/Bounce 
ack to opponent/Trip 
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Busuzima Head Butt has one of the 
longest ranges in the game, and it’s a 
great move fo use against opponents that 
are a few steps away. The timing of the 
yellow circle that precedes a Block Break 
may cause a jumpy opponent fo move 
directly into the path of this attack. 


Another ranged attack that gives Busuzima a great advantage over other charac- 
ters in the game. The fourth hit launches opponents high into the air. 


Use Heaven Elastic Upper Punch to punish opponents who try to jump away from The first part of this move stands alone as the Tongue Lash. Input the second 
Busuzima. You can also use it against opponents that are trying to jump in. part to keep Busuzima’s tongue extended for an additional string of hits. 








Ultimate Die Through begins with Busuzima swallowing the opponent's torso, and Perfectly suited to Busuzima’s sneaky nature, Busuzima Mandala begins with an 

using that to launch him or her high into the air. A few tongue smashes and a invisible move behind the opponent, who must turn quickly in order to avoid 

toss away end this Beast Drive. being caught in this Beast Drive. If you start this move foo far away, Busuzima 
attacks from the front, making it easier to counter. 
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Knowing that people are frightened of the beast-men’s extreme fighting 
strength, Gado works to reconcile the misunderstandings between humans and 
beast-men as the United Nations high commissioner. Gado himself has a sign of 
the mark. Now he has flung off his fame and position to enter the battlefield in 


the name of this cause. 
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Rising Barrel Kick 
Reverse Kick 
Mine Slider 
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Needle Kick 
Spinning Kick 
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Block Break/Launch 
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Drop Shot ++@ 
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damage/Block Break/Knockback 
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If you need breathing space, Talk to the 
Fist is an excellent way fo create it. This is 
also an excellent attack if you want to 
end a round with a ring out victory. 


Absolute Fire is a dashing tackle that ends 
with Gado swapping positions with oppo- 
nents (from left to right, or vice versa). If 
you're backed into a corner, use Absolute 
Fire to reverse the situation. 





Shotgun Combination Drive consists of two quick jabs followed by a Block 
Breaking knee. Use Shotgun Combination Drive to launch opponents, or switch to 
Shotgun Combination Fire for a knockback. 


Alternate between Tomahawk Buster and Tomahawk Drive, using the more dam- 
aging Buster when you're not close to a wall. Tomahawk Buster bounces oppo- 
nents, but pushes Gado too far away to take advantage of it. Tomahawk Drive's 
ending stagger allows for follow-up attacks, which are easier when you're closer 
to walls. 


The opening punch of Shell Slash is deceptive; it is a crouching attack that strikes 
Medium on opponents. The follow-up kick trips opponents, but Gado’s lack of 
speed makes follow-ups difficult. 





Trooper Comb inflicts some impressive damage, but none of the kicks actually 
combo. Save Trooper Comb for Hyper-Beast mode, where all three kicks are 
Block Breaks, with the final kick sending opponents flying across the screen. 








The Group A Chains are divided into the Strikes (moves ending with €9) and Feints 
(ending with @). Within each set, the moves begin and end similarly, but the sec- 
ond attack’s location changes, depending on the direction you press with @. The 
Strikes bounce opponents, while the Feints should be used to set up other attacks. 


The are three ways to end Heat Capture. Press nothing to throw the opponent face 
first to the ground. Press € to launch opponents into the air, or press + + € for 
a trip. Using either kick attack leads to more damage than Heat Capture alone. 





While Spinning Strike deals some impressive damage, it tends to push opponents G --:0038-+:0090 
too far away for follow-up attacks. Use it against crouching opponents who may 

consider themselves safe after the High-striking first punch misses—they'll end 
up eating the second punch. 


As with Heat Blast Double Claw, the opening kick is optional, and it’s possible to 
switch out the final three kicks with any of the Group A chains. 


High Command Edge Combination is a string of kicks that looks impressive, but 
only the third and fourth kicks combo. Use this chain as a pressuring tool, but 
mix up the Group A chain you use to follow the initial two kicks. 





The opening kick is optional in this chain. It’s amusing to note that the first © in This is a devastating chain of attacks, starting with a Block Attack and ending 
this chain actually misses, but the second © combos with the punches and with three consecutive Block Breaks and a knockback. If all attacks connect, 
knocks opponents back. Pressure of Tyrant deals more than half a life bar’s worth of damage! 
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_ MOVE NAME 


Gain Beast Energy/Blue Beast Gauge 

Change to Beast 

Dashing Attack/Change to Beast/Block Break 
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Change to Beast/4 Hits 


ange to Beast/Launches 









BEASTORIZE BUTTON ATTACKS - BEAST AND HYPER-BEAST FORMS 
NOTES 


ack to opponent/Knockback 

ashing Attack/Block Break/Knockback 
tagger 

lock Break 

lock Break/Knockback 


wololulo 


Back to opponent/Trip 


pponent must be on ground 

rom duck position/Trip 

lock Break 

rip/End facing opposite direction 

tagger in Beast Form/Launch in Hyper-Beast Form 
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Hits/Block Break 
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Asis the case with many of Gado’s chains, none of these attacks combo, but they deal 
impressive damage. The final swipe is a Block Break and knocks opponents back. 


Surprisingly, the two attacks in Bloody Ridge do combo. Practice the commands 
Destroy Scratch is a pair of Block Break attacks ending with a bouncing opponent. for this chain until they are automatic. Because Demolition Fang is a Block Break 
Use Destroy Scratch to set up G-Cannon for a monstrous amount of damage. attack, it will often connect even if the first attack gets blocked. 


This move's range is literally the length of Gado's arm, so make sure he’s right G-Cannon begins with an upward swipe and then goes on to demonstrate the 

on top of the intended target before you attempt it. Trying to block or evade G- amount of raw power Gado brings into fights. The range on this move is slightly 

Bomber is a waste of time; the only defense is to be outside its range. better than G-Bomber, but it can be blocked and evaded. If you perform this 
move at the right distance from the wall, then the opponent will bounce off and 
land on Gado, inflicting a small amount of damage. 
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Jenny's background is an absolute mystery. It is said she won't age because of 
the aftereffects of an unfinished transformational beastorization operation 
she underwent. Model by day, spy by night, Jenny accepts her friends’ 


offer to fight against the dark forces of the mark. 


Age: 31 
Gender: Female 


Boss: Gado 
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Face opponent's back 
Facing crouching opponent 


Air throw; must face opponent/ 
End with back fo opponent 


Trip 





Make sure that Jenny is either already in 
Beast Form, or she has enough Beast 
Gauge to Beastorize. The first command 
launches Jenny into the air, and pressing 
a second button sends her feet-first back 
down. © has the most horizontal move- 
ment, @ drives Jenny almost directly 
downward, and @ falls between the 
other two attacks. 


Same deal as Drill Talon; have enough 
Beast Gauge before you attempt Bat 
Wing Blade. Bat Wing Blade is a slow 
starting, but fast-moving Block Break 
attack. Don’t use this move when you're 
in too close because it will travel too far 
to take advantage of opponents that are 
left floating in the air. 


The good news is that Passionate Heel Rush ends with a stagger. The bad news is 
that all of the kicks stay Medium and High. Save this for a staggered or crouch- 
ing opponent expecting Enamel Blade. 


+$4+«+80,0700r0 
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With three Low-striking kicks to open the chain, Enamel Blade is a good move to 
mix in with Passionate Heel Rush fo crack an opponent's defense. 


This is another attack to add into the mix of Jenny's kick chains. Where Enamel 
Blade’s final kick strikes Medium, Enamel Wall Wind stays Low for the entire 
chain. 


The + = > + @ isn’t an attack, but a change to Jenny’s Stance, leaving her 
balanced on one foot. The first six kicks come out so quickly that all will combo. 
The last kick comes out after a short pause, but it is a Block Break kick with 
some serious knockback. 


1 -10.0,0.++0 ie 


This chain ends with Jenny still in the Twist stance, but on her opposite foot. This Gross Edge is most effective against opponents in the air. The first kick bounces, 
feature allows Jenny to use Twist Heel Change to keep constant pressure on and then the second kick launches against airborne foes. 
opponents. 
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Step Slap consists of two very quick slaps that are best used to open up longer 
chains. If the Beast Gauge allows it, go with Slap & Disorder because the 
Beastorize hit combos with the punches. 


Pause after pressing 9 the first three times. Jenny will loop back, and then it's 
time for a decision. Pressing € two more times launches the opponent and 
scores some knockback. Hit + + © for a Low Block Break attack that trips. 


If this chain gets blocked before reaching the final « + @, do not enter that 
command! It will expose Jenny’s back to the opponent, and provide him or her 


with free shots. 0.0,-+6,66,-+806,8 


The second kick is useful in catching opponents that try to counter after blocking 
the first kick, or in pushing opponents further away should both kicks get 
blocked. 


The opening punches are optional, and the final @ is tough to connect because 
the second € kicks opponents back a few steps. 
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ack to opponent/Stagger 
ashing Attack/Block Break/Launch 
lock Break/Knockback 
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EAST MODE 


NOTES 


16 Hits/Absorb opponent's health 


Block Break/Knockback 


6 Hits 
6 Hits 
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Just as in Slap & Disorder, save the final two © presses until Jenny begins her 
loop. Press @ to launch, and @ again for a knockback kick. The other choice is 


to press + + © for Wind Slider. 


The only defense against Sky High Tempest is to crouch or evade (with @, not 
like evading a throw). The thing that makes this Beast Drive so much more 
impressive than others that can’t be blocked is that it has greater range. Use 
Training Mode to get a feel for Sky High Tempest’s reach and use it to punish 
opponents. 
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Nightmare Walking is most effective against opponents in the air, if all of its 
attacks make contac-—the move ends with opponents being bicycle kicked 
across the stage. If this move catches an opponent on the ground, it will only 
stagger. 


Crimson Glider inflicts less damage than Sky High Tempest, and it can be 
blocked. The only advantages it has over Sky High Tempest is its slightly greater 
range and its ability to hit crouching opponents. 











Long used to be a top assassin in the underworld, but he washed his hands of 
the shady business. Since then, his former gang has chased him as a betrayer. 
He is still suffering from his dark past and from the fact that he has the blood 
of a beast within him. His younger sister was killed by the uncontrollable power 
of his beast within. Inghef @rqory, Long sets upon a quest to stop the black- 


hearted power. 


















































































































































































































































COMMAND | DAMAGE NOTES 


0 Six-Level Combo (+ + Q) 
ack to opponent/Stagger 
ashing Attack/Knockback 


MOVE NAME 


Wall Kick 
Somersault Kick 
Dragon Leg Kick 
Running Brushing Kick 
i Rising Attack 
i Double Turning Kick 
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nd facing opposite direction 
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Backside Kick 

pike Kick 

umping Kick 

haking Kick 
Consecutive Circular Kick 
Shadowless Kick 
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ponent must be on ground 
Hits/Launch 

Hits 

ack to opponent/Knockback 
ashing Attack/Knockback 


#) Double Slap 

Hawk Capturing Grasp 
H Iron Punch 

Middle Punch 
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++@ To Six-Level Combo 

(Of 

Reins Punch ++@ Knockback 

1 Jumping Slant Kick ++@ 
hooting Ground Attack | + +@ 

i} Blowing Stride 4x ++@ 

I Ouiside Gate Elbow 4+2++@ 
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pponent must be on ground 
nockback 
lock Attack/Knockback 
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SIX-LEVEL COMBO 
STARTER CHAINS 


Consecutive Grasp Punch} @, @ (to Six-Level Combo + + @ 
or @/> +(@ or @) 

‘onsecufive Strike 

Jow Punch 
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COMMANDS ae rushing Kick : 


omersault Brush Ki¢ 
Cross Attack € oe 


pide Kick 






[Grossack high Piercing Arrow From duck position/ 
Crouching Tiger Double > oe 
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Consecutive Rear Attack 


GOLDEN MILL CHAINS 
(AFTER + « « + @) 


COMMANDS 


Golden Tiger Grasp 0,0,0,0 
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MOVE NAME 
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a in SE cal 
Enemy Grasp Sun & Moon 
Golden Double Block Break/Knockback 

Shadowless Kick ae 


Golden Consecutive 
Shadowless 


Snake Consecutive 


Double Falling Attack Block Break/Bounce 


Jade Comb. 


Tiger Grasp Consecutive 
Jade Comb. 

Golden Hawk Method: 
Tiong (Sky) 

Golden Hawk Method: 
Yang (Sun) 

Golden Hawk Method: 
Chi (Ground) 


Golden Hawk Method: 
Ying (Moon 


MOVE NAME COMMAND 
Barrel Throw 
ist a--o 
Sealing Knee Throw i++ 2 | 
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Consecutive Strike is the easiest lead-in to the Hawk Six-Level Combo Ring. It 
doesn’t possess any other outstanding qualities, but should be used as offen as 
possible to get the Hawk Six-Level Combo started. 
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Start from any one of commands within the chart below and use as many as six moves to finish the Combo Ring attack. Once you start, proceed through the Combo 
Ring from one direction to another, following the arrow. 


Ax Leg (9 damage) Break (14 damage) Left Kick (9 damage) 
++@ 


Single Grip (10 damage) Right Kick (8 damage) Grasp Sun & Moon (9 damage) 
W vt 


>+ 





TIGER SIM-LEVEL COomBO RING o 


Start from any one of commands within the chart below and use as many as six moves to finish the Combo Ring attack. Once you start, proceed through the Combo 


Ring from one direction to another, following the arrow. While you're in the middle of the Hawk Six-Level Combo Ring, you can input any of the moves listed below 
to start into the Tiger Six-Level Combo Ring. 


Low Tiger Blade (20 damage) Cross Claw (16 damage) Rolling Crow (21 damage) 
++9 ete «+9 
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Tiger Attack (24 damage) Swallow Kick (21 damage) Blade Whipping (16 damage) 
«+6 ++6 +5 


Stagger 


7 Block Break/Knockbaack 
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While it’s not a full-stage knockback, you can use these two quick hits to make Unlike other moves where it is possible to input the commands and watch the 
some room should Long need a breather. The spacing of the knockback is just fighter perform them, you must enter the + + @ portion of Consecutive Attack 
right to execute a Consecutive Strike and lead into a Hawk Six-Level Combo. precisely when the + + @ attack connects with the opponent. 
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ain Beast Energy/Blue Beast Gauge 
hange to Beast 

ashing Attack/Change to Beast/5 Hits 
hange to Beast 

hange to Beast/2 Hits 


hange to Beast/Follow ups 





BEASTORIZE BUTTON ATTACKS - BEAST AND HYPER-BEAST FORMS 
: E NOTES 
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ashing Attack/Stagger 
tagger 
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ack to opponent/Trip 
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NEW MOVES FOR BEAST MODE 


MOVE NAME I 
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While Cross Attack launches opponents, you can alter the final input to change 

the opponent's final position. Hit + + @ to trip opponents and strike Low. Use 
» + © to stagger opponents and keep them close enough to follow up with a 
long-range attack. 


In Tiger Claw Turning Kick, the second input is changed from Cross Attack, send- 
ing the attack Low. Because Long has fewer chains than many other characters, 
it is important to mix up the ones in his arsenal. 


If the initial upswing of Long's arms fails to connect, Course of Heaven will not Ferocious Tiger Laceration is sometimes difficult to land due to its long startup 

fully execute. The energy cylinder that appears directly behind it will hit even if animation. It is both a Block Break and Block Attack, but Long takes up to four 

the first attack misses, but the Beast Drive will end right there. steps before he starts the attack portion of this move. After the second step, the 
move also acts as a counter, so feel free use it against opponents using long 
chain attacks. 











AG 


Shenlong was the leader of the beasts’ Liberation Army. Many have tried to cap- 





ture him because they think he is the most dangerous beast-man in existence. 
He has no past, but doesn’t care. He just believes in who he is now and throws 
himself into the machinations of the underworld. He is glad he has the mark on 


his body. 
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COMMAND iE | BLOCK NOTES 





Slant Kick 


Backside Kick 
Backiurn Snake Hand 
Flying Kick 

Crouching Backside 
Brushing Kick 

Rising Attack 

Stride Kick 

Back Rotation Kick ++@ 
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++Q@ 
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Backturn Jumping Kick 
Shaking Kick 


Stride Kick 
Shadowless Kick 
Asian Attack 

Face Smashing Attack 
Blowing Stride 


Middle Elbow 
Progressive Attack 
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Butterfly Attack 
Double Cross Crow 
Shooting Ground Attack 


Snake Attack 
Rolling Sobat Combo 
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SNAKE SIX-LEVEL COMBO 
OPENING CHAINS 





Py ba sS 
VO 


CROUCHING 
[como Joana 







BEAST FORM ONLY CHAINS 
| comMANDS | 


GOLDEN MILL CHAINS 
(AFTER + x + + ©) 


COMMANDS 


1 0,0,0,++0 
++0,++0,4+6, 
14+0,4+6,4+6 
den Hawk Method: Ground J + ©, + ©, + B+ ©, 
1 +0,+0 
en Hawk Method: Yong «= | + + ©, > + ©, + + ©, 
1°+0,++0,-+0 
den Hawk Method: Ying 1<-+0,<+0,-+60, 
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den Consecutive 6, 0,+*<++@ 
dowless Kick 


©, 8, 0,+*<+@ 


Use Double Cross Crow to hop over Low 
attacks and launch into the Six-Level 
Combo. 


Snake Attack is a Block Break attack with 
incredible forward movement that also 
knocks opponents back. Do not use it 
against crouching opponents because it 
hits High. 


Shenlong's Block Attack is a forceful palm 
strike with a slow windup. Its startup and 
recovery times offset its decent damage. 


Stride Kick is effective against opponents on the ground and in the air. The first 
kick hits everything, and the second kick only misses crouching opponents. 


J 
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Shadowless Kick works well against crouching opponents, though it also hits 
standing opponents. Also, opponents must evade it twice (first Medium and then 
Low), making it deadly against opponents that like to evade and counter. 


Use this chain to set up the Six-Level Combo. It starts with a High punch, fol- 
lowed by a few Medium strikes. 





Make sure to execute the final + + €@ in Low Rolling Sobat! The punch-kick 
opening turns Shenlong's back to the opponent, leaving him open to a world of 
hurt if he doesn’t immediately turn around. 
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Start from any one of commands within the chart below and use as many as six moves to finish the Combo Ring attack. Once you start, go through the Combo Ring 
| from one direction to another following the arrow. 


Snake Kick (13 damage) Asian Attack (20 damage) Snake Stride Kick (16 damage) 
++@ cP) ++@ 
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Back Blow (17 damage) High Kick (12 damage) Low Blow (12 damage) 
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ack fo opponent/Knockback 
en Discipline unch 


Roar Attack ashing Attack/Block Break 
gressive Tiger Step unce 

Dragon Tail Rear Attack : aunch/End facing opposite direction 

Gouching Tiger Slasher (0 Six-Level Combo (to + + @/@) 

Bamboo Swing Claw ack to opponent/Trip 


Somersault Cat Kick agger 
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Hungry Tiger Capture J ++ © Opponent must be on ground 
'# lion Upper From duck position/Launch 
Crouching Tiger Double Claw Trip 
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rip/End facing opposite direction 
tagger 
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Beast Climbing Kick 
Somersault Cat Attack 
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Golden Throw Trail 
Tiger Darkness Attack 
Ferocious Tiger 


Ring Cross Attack alternates High, Medium, High with its attacks and leaves 
Shenlong with his back to the opponent. Consider this as a setup for Shenlong's 
turnaround @ attack (Iron Punch), a devastating follow-up to Ring Cross Attack. 


Cross Blow Attack’s final strike staggers while it keeps the opponent close enough 
for quick follow-up attacks. The nearly identical Crouching Tiger Cross Claw 
attacks at all levels, but pushes opponents too far away to take advantage of the 
ending trip. 


The initial knife-hand thrust must connect for this Beast Drive to fully execute. 


ers & ocuat tanaa ss dalla died ive. but Teer Darke idorl Ferocious Tiger Laceration is sometimes difficult to land due to its long startup 
sh a a EN animation. It is both a Block Break and Block Attack, but Shenlong takes up to 


does not have great range. four steps before he starts the attack portion of this move. After the second step, 
the move also acts as a counter, so feel free use it against opponents using long 
chain attacks. 
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THE "LEOPARD 


Gado adopted Shina as a war orphan. She had remarkable fighting strength. At 
13, she destroyed a platoon single-handedly. She became famous as a female 
fighter, and was asked to join the operations of a certain superpower to solve 
the trouble of the black-hearted mark. She joined the efforts against the mark, 


even though she had a sign of it herself. 


































































































































































































STANDING 
OVE NAME — : | NOTES 


ack to opponent/Stagger 
ashing Attack/Trip 
lock Break/Knockback 
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Hits/Knockback 

lock Break/Bounce 
pponent must be on ground 
Hits/Air Throw 

lock Attack/Knockback 
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ack to opponent 
ashing Attack/2 Hits 
nockback 
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Back to opponent 
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After a brief pause to gather her balance, 





Shina lashes out with a devastating kick 
that hits three times and knocks oppo- 
nents across the screen. 


Shina’s Block Attack is a multi-hitting ter- 
ror that strikes on all three levels and 
ends with a knockback. It works well 
against crouching opponents, though the 
knockback kick will miss against them. 


Scramble Snatch has more applications beyond throwing jumping opponents. 
Even if you miss the throw, it’s possible to land a different throw (Reverse Leg 
Throw with + @®) whether you're landing in front of or behind the opponent. 
Alternatively, after an overshoot, score with a kick attack (Flying Trap, + * + 


@) and follow up (« + + @). 


G-lll Combination is made up of two High kicks that combo and a final High kick 
that knocks back opponents. Since it doesn’t combo, save using the third kick for 


opponents who block the first two kicks, and try to attack immediately behind 
the block. 


As one of the handful of setup moves for Reverse Swing, M-VI Nupperm Fake is 
designed to get opponents to crouch in an attempt to avoid the two High punches 
that start the chain. 


This throw is effective only against crouching opponents, and after a downward 
knee feint (Fake Knee, Feint Kick Spur, and M-VI Nupperm Fake). If Shina is in 
Beast Form, it’s possible to hit @ while spinning to release the opponent a bit 
early and follow up for more damage. Press + to jump up and attack in the air, 
or use a Scramble Snatch to catch the opponent out of the air. The most difficult 
follow-up to time correctly is the Tornado Blast, which is @, @, ©, G, @, 
@, which you initiate after hitting @ to cut off the throw. 





This is a quick, two-hit combo that strikes Medium, then High and does a nice bit of 
damage. Switch up its use with Hunting Dive Elbow, which has a similar start-up. 
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M-VI Stinger consists of four consecutive High attacks that end with a staggered 
opponent. Unfortunately, the kick pushes Shina out of range to effectively follow 
up with another attack. 


Except for the final move in each, Assault Kick Mine, Assault Kick Spur and Feint 
Kick Spur are identical. Assault Kick Mine ends Low and trips opponents. Assault 
Kick Spur ends with a Block Break, and Feint Kick Spur sets up Reverse Swing. 


The final kick not only bounces opponents, but also keeps them close enough for 
follow-up strikes. The final kick does not combo with the first two, so don’t 
become predictable with the third kick. Substitute a punch for the last kick to 
execute Feint Kick Bomb. 


The first two punches hit High and combo, while the finishing kick hits Low and 
trips. Use this move, in conjunction with the M-VI Nupperm Fake (+ + @ 
instead of @), to set up the Reverse Swing as opponents must choose between 
crouching to block, being tripped, or timing an evade correctly. 
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ain Beast Energy/Blue Beast Gauge 

hange to Beast/Knockback 

ashing Attack/Change to Beast/Block Break/Knockback 
hange to Beast/Knockback 

Hits/Change to Beast 

hange to Beast/Block Break/Launch 
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ashing Attack/Block Break/Knockback 
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pponent must be on ground 
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rip/End facing opposite direction 
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If things are getting too crowded, you can 
use this back flip kick to create some 
space. There’s a small delay when it starts 
up, but it sends opponents staggering 
back. 


On its own, Leopard Walking is simply a means to advance while remaining Low. 

However, two attacks are possible out of this initial move. Press @ immediately 
Mix the use of Triple Low Scratch, Sanction Scratch and the Angry Claw chains. after starting the walk to launch opponents into the air with an uppercut. It’s also 
Triple Low Scratch trips opponents, Sanction Scratch knocks opponents far away, possible to execute Demolition Fang out of the early stages of Leopard Walking. 
and the Angry Claw chains lead to many other possibilities. Use the uppercut in close, and Demolition Fang anytime. 


Prente1o 


A counter move with a twist, Mad Trap deals 30 damage even if the opponent Cross Blade Zapper begins with three huge swipes of Shina’s claws; the first must 

doesn’t strike, but remains in front of the crouching Shina. Mad Trap is effective hit in order to completely execute the Beast Drive. Even if the first misses, the 

against all incoming attacks, except throws. next two swipes follow up. If either of the pair connects, the opponent is 
launched into the air. 



















Stun was a dedicated genetics research worker at TYRON. He thought his col- 
league Busuzima was both his good friend and rival, but one day, Stun learned 
the evil plot of Busuzima and TYRON. Stun was transformed into a beast-man 
for knowing too much. The mark appeared on him and now gnaws at him both 
mentally and physically. One day his old friend, a female spy named Jenny, 

came to see him and told him that she would lead him to the place 


to fight against the evil beast-men. 


"Nn, 


Age: 36 
Gender: Male 
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Opponent lands facing Stun’s back 
Face opponent's back 

Facing crouching opponent 

Facing crouching opponent 

Air throw; must face opponent 
End facing opponent's back 
Follow ups 

Follow up 











Lightning Mine is a Block Break attack, 
and it has the additional benefit of end- 
ing with the opponent on the ground, 
open for a follow-up attack. Due to Stun’s 
long arms, this move has a good bit of 
range. 


Upon executing Bio Shock, Stun summons 
lightning from underground to briefly 
stagger opponents. Unfortunately, the 
half-step back Stun takes before he sum- 
mons the lightning puts him just out of 
range for follow-up attacks. 


Grasshopper Leg serves as Stun’s Block 
Attack and pokes opponents away. 
Because Stun lacks speed, it's better fo 
keep opponents in close, so avoid using 
this move unless you need some breath- 
ing space. 





Spider Drop is Stun’s best bet to escape 
being trapped against a wall or in a cor- 
ner. You can also use this move to snag 
opponents out of the air, whether jumping 
on their own or launched up by an attack. 


While inflicting slightly higher damage 
than other attacks, Hornet Grab ends with 
Stun bouncing opponents a good distance 
away. Play to Stun’s strength by keeping 
opponents close enough fo take advan- 
tage of his combination throws. 


Antler Bomb is the final piece of Stun’s 
command attacks that grab and bounce 
opponents away. Antler Bomb strikes Low, 
Hornet Grab attacks Medium, and Spider 
Drop hits High. Unlike Spider Drop, which 
can grab opponents out of the air, Antler 
Bomb is unable to snatch opponents lying 
on the ground. 


The reach on the kick of the Hand Knife Combination is considerable. Use it to 
surprise opponents who believe they are out of Stun’s attack range. 





The first two punches appear rather slow, but they work to set up the third punch Brain Crash Bomb’s second input requires some precise timing to properly exe- 
and somersault kick. The kick is a Block Break attack, and it slams opponents cute, so be sure to practice until it is automatic. Hit the button just as Stun slams 
into the ground, setting them up for a follow-up attack. the opponent to the ground to execute the second half of this throw. 


Despite the angle that each attack takes, Solid Cutter Combo’s strikes all hit 
Medium. None of the moves combo, so save this attack for pressuring opponents 
as you look for an opening to use Stun’s combination throws. 


One of the most devastating non-Beast Drive moves in the game, Dark Sanction 
Combination also requires a bit of practice to get a feel for the timing of the 
secondary inputs. 


A surprisingly quick succession of four strikes that start High and end Medium. 
Because only the first punch and kick combo, it isn’t a bad idea to cut off the 
chain there and mix in the final two punches against opponents who forget to 


Like Shell Slasher, the first two moves (also known as Thrust Knee Smash) do 

combo and execute quicker than most other attacks at Stun’s disposal. Unlike Consider this chain as more of a set up move fo land an Antler Bomb instead of 
Shell Slasher, the opponent blocking the final blow isn’t a concern. The punch a combo. The first kick strikes Medium, while the second kick and Antler Bomb 
comes out after a slow wind up, but it’s a Block Break attack. both go Low. 









In Hyper-Beast Form, Stun gains the 


Speed Up and Power Block abilities. 
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The first two attacks of Chaos Beetle Rush hit Middle and combo. If these attacks 
are blocked, follow up with the pair of + + @ to strike Low and trip up opponents. 





The short hop into the air slightly delays the opening of this High-striking move. 
Although Stun lands with his back to opponents, they remain on the ground long 
enough for him to quickly turn and tack on a follow-up move. 








This is an excellent string of attacks that hits at all heights. The first two attacks 
combo, as do the last two, with the + + @ serving as the link between. The 
final strike bounces opponents off the ground, leaving them open for follow-up 
attacks. 


Boosting Burst has exceptionally short range, but makes up for this deficiency 
with its inability to be blocked or evaded. This is a devastating attack that you 
should use as often as Stun’s Beast Gauge allows. 













When TYRON discovered that Uriko had inherited the ability to beastorize from 
her mother, they abducted her. When she tried to escape, she was recaptured 
and transformed into an artificial beast-man machine. Now she cannot trans- 
form into a complete beast-man because of an experimental side effect. Bored 
with her daily routine, she sets out to follow her adopted sister Alice, along with 


Yugo, to find the meaning of the mark. 


Age: 15 


Boss: Cronos 
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All Around 1-2-3 is a punch lead-in to one of the Cardinal God Five Layer chains, 
which is discussed later in this section. The + + @ will launch opponents when it 
connects cleanly. 


Uriko's roll is an excellent tool to use in 
avoiding High attacks. Pressing @ while 
in the Roll executes the Low-striking 
Rolling Punch. Using € while in the Roll 
results in the Supreme Penetrating Bow 
Thigh, a Medium-striking Launch. 


jay Fowl 
ay hoe 


You must input the second kick very quickly after the first, or it will not come 
When Uriko first makes contact with the a out. Despite the height at which Uriko’s feet lash out, both kicks strike Medium, 
Flying Swallow Drop Kick, you can take ‘a SS saan making Double Kick Combination effective against crouching opponents. 
one of three options. Press > or « to a, 
change the side on which she will land. 
Hit @ for a follow-up attack and change 
to Beast Form (if she’s not already in it). 


Thunder Blade is a safer lead-in to the Six-Level Combo Ring than Thunder 

Dance—it doesn’t leave Uriko balancing on one foot! However, it is limited in 
This chain leads to Uriko’s Six-Level Combo, and it’s a big mistake not to immedi- that it links only to Grasp Sun & Moon (+ + @). Thunder Blade is a rare chain 
ately start into the combo. If you perform this chain with nothing to follow it, that strikes at all three levels in consecutive hits, going High, Medium, and Low 
Uriko balances on one foot, defenseless. respectively; this makes it difficult to defend against. 





PHOENIX SIX-LEVEL ComBo RING 


Start from any one of the commands within the chart below and use as many as six moves to finish the Combo Ring attack. Once you start, go through the Combo 


Ring from one direction to another following the arrow. 


Single Cobalt/(Beast Form) Triple Cobalt (12 damage) Rebellious Kick (8 damage) Cornered Mouse Attack (10 damage) 
CP) ++@ ++@ 
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Twin Nail Thigh Drop (12 damage) Grasp Sun & Moon (9 damage) Grass Piercing Thigh (8 damage) 
e ++@ ++@ 


~ PHOENIX SIX-LEVEL COMBO RING FINISHING 


Mt. Fuji Cross Block Break/Stagger 
Cont. Gem Bombardme 7 Hits/Bounce 


Jaw Buster ++7+@ 


Start from any one of the commands within the chart below. Once you start, go through the Combo Ring from one direction to another, following the arrow. It is 


not possible to go backward to complete the combo. The combo ends with the opportunity either to start into the Six-Level Combo (end with €), or to launch the 
opponent into the air (end with + + @). 


Mirror Break Thigh (9 damage) 
@ 
Ax Slash Kick (8 damage) 
4++@ 


‘Se SD ani 





Paradise Cyclone: Upper (13 damage) 
(Launch if not first hit) 
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Peaceful Posture is actually a change in 
stance that accesses a new set of com- 
mands. The commands are: 


3-Hit Low attack 
Thunderclap Peace String of High attacks 


Timid Cat: RE Upper Move in direction 
faced 
Move in direction 
opposite one faced 


Back flip kick/Launch 








Surprise Cat Pounce begins with Uriko jumping on her opponent's head, creating a 
giant pinball and rolling it around the stage with both her and the opponent 
inside. The amount of damage she inflicts depends on how many walls she strikes, 
making this move very effective on smaller stages. Use > and + to alter the 
trajectory of the glowing sphere and steer into as many walls as possible. 








This is another chain that deceptively always hits Medium—not the two punches 
that open the chain, but the cartwheel kick that appears to come over the top, 
but hits Medium instead of High. 





Dance of the Phoenix is one of the most difficult Beast Drives to land cleanly on 
opponents. Uriko sprints in the direction opposite the one she faces (use + and 
to alter her direction) until she encounters a wall. At the wall, she runs up and 
back-flips off of it toward the center of the stage. If the opponent is close 
enough, Uriko lands on his or her shoulders and finishes the attack. 
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There is a relic of ancient time called “Tabula of the Thousand Beasts.’ This 





f tabula, once obtained, will bestow all the power of the beast-men onto one 

beast-man. The tabula is sealed and protected by a curse. Xion is one who has 

- the ability to unseal the tabula and release its power. He believes in this power 

* and dreams of becoming an all-powerful being—even at the cost of his 
#4 


sister's life. 
































SOU DIETS 


D 






wo 
= 
oS 
a 





2] 
Knee Kick 
A Over Head Kick 


ack to opponent/ 
ixed distance flip 
ashing Attack/Trip 
lock Break 


= 


Sliding Kick 
Breaker 
Rising Attack 


Stagger/End facing 
opposite direction 


Crater Maker Opponent must be on ground 
2 Hits/Bounce 
Launch 


Somersault Kick 
Royal Kick 


ack to opponent 
ashing Attack/Knockback 
nockback 


randish 

Hard Knock 
Core Smasher 
Twilight Master 
Corrupt Link 
Baogue Rain 
Earthy Punch 
Aero Punch 


a 
= 
= 
= 
o 
> 
2s. 
a 


unce 
pponent must be on ground 
agger 

lock Attack/Knockback 


==] 


Crown Punch 





ack fo opponent/Trip 
rom duck position 
jagger 









wo saluojm|so 
aol = 
s 


ack fo opponent 


rom duck position/ 
Hits/Launch 


Nom 


: COMMAND NOTES 
Ca Tf CP 
+++ ~~ : lock Break/Knockback 
Block Break/Knockback 
. zee 
| 


0.0.0.6.0 


-10,0001:0 MOVE NAME 


ion Tower Attack 


+1+6,8 








6G6,++0000 


While the full Guilty Chain is an impressive sight, it’s also possible to stop after 
the + + @ stagger and switch to a different attack. 


Moebius on its own is a pair of punches that hit Medium, despite how they 
appear to come out on screen. Mix using Moebius with Moebius Kick (add a @) 
and Moebius Kick Deluxe (add + + @). 


The four hits of C-A-I-N alternate between High and Medium, making it slightly 
less effective than A-B-E-L. While the last hit will bounce opponents, it does so by 
pushing them out of easy follow-up attack range. Mix in the use of C-A-I-N with 
Xion’s other chains that start with @ @ to maximize its effectiveness. 


0,0,+:+0,0 


Mix the use of Lunatic Attack and Shadow Lancer (« + @) to keep opponents 
guessing about when to block the kick behind the two punches. 


A-B-E-L hits at all levels, starting High and ending Low, making it an effective 
pressuring fool. The final punch also trips up opponents, leaving them open for a 
follow-up attack. 





Keep Paradise Lost in mind when it's time for Xion to switch to Beast Form. It The first two kicks combo, and the final kick is a Block Break. It’s best to use this 
reduces the delay between the change to Beast Form and being able to act. move as a set up to the higher damage Guilty Chain or Chain Breaker when the 
Additionally, the @ launches opponents that are unprepared for an attack. Beast Gauge allows it. 


This is a deceptive chain that hits all three levels, moving from High to Low to While none of Mystic Rink’s attacks combo, this chain ends with a flip kick that 
Medium. For a little variety, hit with the first two kicks, then use Absolute Axis strikes the opponent's back. After the initial kick and punch, the final kick is of 
for extra damage. the leaping variety and is nearly impossible to avoid. 


00,000,006 


Be sure to start this chain in close, because the opening move is not Xion’s dash- Two things stand out about Crimson Lunatic: first, it attacks all levels; second, it 
ing kick attack. Because Spiral Babel begins with a Block Break, it always has a ends with a Block Break kick that knocks opponents across the screen. 
good chance of inflicting some damage. 










In Hyper-Beast Form, Xion gains the Any Cancel A and 


Kezuri B abilities. 





<a 


i=] 
= 
So 
a 
= 


Gain Beast Energy/Blue Beast Gauge 
Change to Beast 

Dashing Attack/Change to Beast 
Change to Beast 

Change to Beast/Launch 


east Pose 
Beastorize 
ML 


Change to Beast 









All 
BEASTORIZE BUTTON ATTACK 
DAMAG 


Wedge Attack 

Assassinator 

Over Blast 
ird Shot 


Gravity Attack 
ile Attack 
Down Blast 
Baroque Circle 


“— 


‘yi iy i 
; ola 
€ 
a 
oO 
2 


Spitting Shot 

Spectacular Attack 
Shadowy Hacker 
Negative Brand 

lumping Attack 

Serial Killer Deadly Attack 
Cannon Attack 


—- 
LS)S1S 
eo = 
| 
T=] 
= a 
2 oO 


colic 
So 


lock Break/Knockback 
lock Break/Launch 


oo 





is 


Bloody Kingdom >+ 
: 


> 5 
\ 
~~ 












The first two strikes combo, and the third leads to a stagger that twists opponents Darkness Baron isn’t Xion’s most deceptive chain (all attacks can be blocked 
off to a side. Because it isn’t possible to recover from the stagger, tack on an Medium), but it deals an exceptional amount of damage and ends by launching 


extra attack while the opponent is in the air. opponents into the air. 


Due to the first hit going High and the next two Low, this is a difficult chain to block. 
Mix it in with the other chains that begin with @ to keep opponents guessing. 


It is important to note that Outbreak is fully completed only when the first swing Ascension to Heaven has more range than Outbreak, but you won't score any 
(where Xion’s arms first lash out) connects, so get a good feel for its range. The damage if the opening swipe misses. Don’t be fooled by the opening animation 
ground portion of the move will always execute, but unless the first swing makes of this move; the first attack hits Medium, not Low. 

contact, the move ends there. 
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Years ago, Yugo discovered that he was part wolf and that his father had been 
killed by the menacing corporation TYRON. TYRON was scheming to use his 
wolven powers, but he was able to defeat their plot. He is now the leader of NGO 
and WOC, and he has a mark on his body that identifies him as part beast. 
Realizing that he has many comrades who also suffer from having the mark, 


Yugo begins a journey to save them. 


ee _— 


Age: 23 
Gender: Male 
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One Two Body Upper is a “step in, hit twice, get out” move that you can change 
with additional inputs after the @. If you enter any follow-up moves, then the 
“get out” part of the move is cancelled. 


Flicker is a change in stance that accesses a new set of commands. The commands are: 


Yugo's command throw has three follow-up moves, though only one is an attack. - NOTE 
Press @ after Clinch for a Block Break uppercut. Press @ after Flicker to switch i ic 


to the Flicker stance. Press > + (to inflict no damage and step behind the oe orward 
0 


opponent 
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End Picker 
Sidesep | 
ee 













In Hyper-Beast Form, Yugo gains the Any Cancel A 


and Consecutive Hit abilities. 
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The initial command for Meteor Attack leads to a somersaulting back flip with two 
possible follow-ups. If Yugo touches a wall, immediately press @ (Meteor Slash) 
to launch into a diving Medium attack. Pressing + + 9 (Meteor Crash) at any 
time prior fo touching either the ground or a wall returns Yugo to the ground, 
where he lashes out with a Block Break upward swipe that staggers opponents. 


Claw Twin Knuckle Slash’s first three attacks hit High, with the final @ going 
Medium. To mix things up, change the last @ for a few more punches to keep 
all attacks High, or use # + @ to go Low. 








Although Spiral Fang inflicts more damage than King of Breaker does, it suffers The timing on King of Breaker's first hit is a bit deceptive because the opening 

from a lack of range. Against a crouching opponent, Spiral Fang is a better move has Yugo ducking his way in close to his opponent before he begins his 

option, as some of King of Breaker's attacks will miss High. punches. Regardless of whether any of the moves land, the entire Beast Drive 
will execute. 
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MOVIE PLAYER 
1. You can use any character. 


2. You can continue as many times as you want. 


Choose a sovie to vi 
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Clear Arcade Mode one time. 
CHEATS 


xips MOP art 


Clear Arcade Mode two times. 

Clear Arcade Mode three times. Ceinmae pouenaeits ors 
55 f #ANEF fAME SPpren FF 

Clear Arcade Mode four times. as ee ockinE cn 
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Clear Arcade Mode five times. KNOCK nowN MATT o" 

Clear Arcade Mode six times. Rack y 

Clear Arcade Mode seven times. Turn CHEATS cnvoff. 11 you play aith CHEATS on 

yoer statistics aiff aot be recorded. 

Clear Arcade Mode eight times. ona more 

Clear Arcade Mode nine times. 

Clear Arcade Mode ten times. 

Clear Arcade Mode eleven times. auiall AD 
Clear Arcade Mode twelve times. + 

Clear Arcade Mode thirteen times. 

Clear Arcade Mode fourteen times. 

Clear Arcade Mode fifteen times. > 


Clear Arcade Mode sixteen times. 
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Following are the game modes that apply to the Alternate Methods listed in unlocking Hidden Characters and Stages: 
Arcade, VS Battle, Time Attack, Survival, Team Battle and VS Team Battle. 


Defeat Ganesha in Arcade Mode in order to unlock Ganesha. Defeat Cronos in Arcade Mode. The fight against Cronos takes place in the Evil 


Laboratory. 
ALTERNATE METHODS 


Play through Time Attack Mode. 
Defeat Cronos in Survival Mode. 


ALTERNATE METHODS 


Play any mode over 50 times. 


Play any mode over 100 times. 





To unlock Kohryu, defeat him as the COM opponent at Stage 5 in Arcade Mode. 


ALTERNATE METHOD 


Play any mode over 150 times. 


Defeat Uranus in Survival Mode after you've unlocked Ganesha, Cronos, and 
Kohryu in Arcade Mode. The fight against Uranus takes place in the Chaos 
Laboratory. 


ALTERNATE METHOD 


Play any mode over 200 times. 
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Size: 12m x 12m 


Size: 8m radius hexagon 





Size: 8m radius hexagon 





The Indian Palace is a championship arena complete with spectators. It’s modeled after Indian and Nepalese palaces, as the 
Zoanthrope kingdom is set in mountainous south Asia. A bottomless abyss surrounds the arena outside its four walls. 





The Evil Laboratory is a secret laboratory that houses cruel experiments on Zoanthropes meant to unravel the mystery sur- 
rounding their special powers. As a part of the experimentation, the leaders of the Zoanthrope mercenary army test and 
monitor the fighting skills of the Zoanthropes. This fighting ring is where the testing takes place. Because the mercenary 
army commanders are also trying to artificially create Zoanthropes, one can see three man-made Zoanthrope incubators in 
the background. 





The Chaos Laboratory stage is very similar to the Evil Laboratory. However, it is illuminated and colored orange. 








Cronos is the young prince of Zoanthrope kingdom. His lifelong goal is to cre- 


ate harmony between humans and Zoanthropes. Son of Uranus, he is a rare 







Zoanthrope, possessing two distinct Beast Forms. Spend plenty of time in 
Training Mode to get a feel for how Cronos plays in each of his Forms. The 
attacks of Cronos's three forms share many of the same motions, but how they 


execute requires some familiarization. 
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hatsraanaa Munfu Block Break/Knockback 
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Block Break/Bounce 
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ER-BEAST FORM THROWS 











The opening flurry of punches serves to set up one of three follow-up attacks. 
@leads to a dashing Block Break punch that leaves opponents twisting in the 
air. Pressing @® executes a circular kick that drives opponents into the ground. 
Use @ to increase the number of punches from three to nine. After the second 
wave of punches ends, you can use @ or @ in the manner described above. 


Cronos’s duck and punch attack is an 
excellent defensive tool. In one swing, 
Cronos strikes Low in the direction he 
faces, and then twists his body to throw 
out a High attack in the opposite direc- 
tion, hitting High for nine damage points. 





You can use every attack type (@, @ and ©) behind « + @, and each has 
different properties. @ goes Low and trips. @ shifts Cronos to his counter 
stance, and @ is a Medium lunge. Avoid using & in Human Form when the 
Beast Gauge is blue. 


The fact that the first three kicks hit Medium, Low and High respectively makes 
this set of chains stand out. The timing that an opponent must possess to block or 
avoid all three hits is impressive, to say the least. In addition, the finishing 
strings offer variety by giving you the choice of either a knockback with kicks, or 
a stagger with punches. Try to follow the stagger with an Ooraa for an impres- 
sive combo. 











Beyond the moves’ cosmetic changes, the throws in 


“y ed 


Penguin Form are very different from the throws in 


; r Cronos’s other Forms. 
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Transformation abilities. 
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In Hyper-Beast Form, Cronos gains the Rave and le‘ a - fax 
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Raotonaa sends Cronos scurrying around in Penguin Form. Use © up to four Urunaa displays Cronos’s ability to fly. While he’s in the air, press © to zoom 
times to change direction, and press @® to stop and block in place. Press + + Cronos around the area, press @ to initiate a swooping punch, and press @ to 
© to attack with Bisarunaa, and press © up to three times at the end of the scoop up and then drop opponents. The @ throw is especially deadly because 
slide to initiate a spinning attack. @ initiates a Block Break body flop that's use- Cronos returns to the ground in a perfect position to take advantage of bouncing 
ful only in close. foes. 











These moves share many similarities; they hit Medium, take your opponent on a Whether you opt for the non-damaging Diru Paanaa, or the painful Diru 

painful tour of the fighting stage, and have 21 hits. However, there are differ- Toorunaa, these moves are among the most devastating in the game. Not only 
ences. In Penguin Form, Cronos rides around on an ice floe. As a Phoenix, he do both drain away Beast Gauge, reverting opponents to Human Form in the 
rides flames. At the end of Jamunaa Raasutaa, Cronos lands close enough to tack process, but they are also unavoidable when you perform them within their limit- 
on an Aasiiruwaado. After Jarunaa Raasutaa, Cronos stays in the air (as in ed range. In addition, Diru Toorunaa inflicts damage based upon the amount of 
Urunaa) so long as there is remaining Beast Change energy. Beast Gauge it drains. 










Ganesha is Cronos’s right-hand man. Despite his prince's desire to see peaceful 
coexistence between humans and Zoanthropes, Ganesha harbors some ill feel- 
ings toward humans. Ganesha’s attacks are powerful, but they are so slow that 
he has no punch or kick chains. Additionally, Ganesha loses the ability to jump 


and attack in his Beast and Hyper-Beast Forms. 
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Face opponent's back 


Facing crouching opponent 
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Launch 
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Unlike many of the chain attacks the 
other characters have, Ganesha’s consecu- 
tive throws require precise timing to link 
the moves together. In Vizangabaata, 
input the second command just as 
Ganesha is about to land on his 
opponent's back. 


Ganesha’s block attack is an important 
part of his overall strategy of getting 
close enough to use combination throws. 
Along with a slight forward movement, it 
is possible to cancel Kurupuvasha with @ 
at any point before making contact, 
allowing Ganesha to seamlessly flow from 
a punch to a throw. 


This move is even better at setting up 
Ganesha’s throws. It’s possible to link any 
throw behind the trip at the end of 
Ganesha's duck position attack. 
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As a change of pace, Ganesha has the 
ability to fling opponents all around the 
ring. Before you start using this move too 
often, keep in mind that Ganesha needs 
to stay in close to take advantage of his 
damaging throws. 





Time the second input so that the button 
press synchronizes with the opponent's 
hack making contact on the ground. 
Daviyasu starts with a leg grab and slam, 
and ends with a leg slam and Ganesha 
flipping the opponent onto his or her 
stomach. 
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The last available move in this long chain 
of throws is a modified spinning pile driver. 
After you successfully execute the + + + 
part of the move, time the last input's 
button press with the opponent's back hit- 
ting the ground. 
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In Hyper-Beast Form, Ganesha gains the Any Cancel B alts 2) “ 
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Karu Purosa serves as Ganesha’s distance attack, giving him the ability to snatch While he’s in Beast Form, Ganesha lacks the ability to attack while he’s in the air. 
opponents outside arm’s reach and pull them in closer. Unfortunately, the move's Kaamu Purosa makes up for this shortcoming by allowing a grounded Ganesha 
recovery is too great to allow automatic follow-up moves. to attack airborne opponents. 
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lhautuaanaga inflicts a nice amount of damage, but it can be blocked and evad- Amitorachakura has exactly one flaw: its short range. When you execute it in 

ed. Its knockback property can prove useful in an arena with collapsed walls, but sufficiently close quarters, this move can neither be evaded nor blocked. Use any 

otherwise stick with Amitorachakura. tactic necessary to get Ganesha close enough fo destroy opponents with this 
move. 





A manufacturing department in TYRON still operates despite the company’s col- 
lapse. As an experiment, members of this department combined liquid human 
tissue with robot circuitry. The project failed and the robot escaped from them. 


= Now the robot has begun to attack beast-men as if he has a will of his own. 
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Spiral Line Drop is Kohryu’s other means 
to deter opponents from excessive jump- 
ing. The move can be used on its own or 
tacked on after a chain that ends with a 
launch. 


With a sidestep and a bit of forward 
motion built into it, you should use 
Shadow Knife Kick to avoid attacks and 
quickly counter. Spend some time in 
Training mode to get a feel for its range 
and timing. 


The bounce that occurs at the end of the throw is what makes this throw so valu- 
able. Kohryu ends up very close to the opponent, facilitating a follow-up with a 
chain or other powerful attack. 


Alternate using Flowing Knife Horizontal 
and Shadow Knife Kick. Flowing Knife 
Horizontal steps in the opposite direction 
of Shadow Knife Kick, has a bit more for- 
ward movement to it, but doesn’t step as 
far to the side. 


In order for Mesmerism to work properly, 
the opponent must be in the air. If the 
opponent is caught inside the large half- 
sphere range, he or she is stunned and 


held for two seconds. If your opponent is 
caught low enough, try for a damaging . Kohryu Shadow Bound has two properties that enhance its usefulness. Kohryu 


chain. If your foe is too high to reach = ae steps back to deliver a two-handed blow, which you can use to avoid incoming 
with a chain, follow up with Kohryu's air attacks while you prepare to attack. It is also a Block Break attack that knocks 


throw or Spiral Line Drop. opponents back. 
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It's important to include this string of four punches in any offensive plans 
because a variety of attacks can be linked behind it. Change to Beast Form with 
any of the Group B Chains, punish opponents trying to jump clear with Spiral 
Line Drop, or add - + @ to stagger opponents trying to duck under Triple 
Spiral Punch. 


There are five ways to modify this attack. Press @ to spin and land without 
attacking. Press > for a four-hit High to Medium attack. Press « to appear 
directly over the opponent's head for a five-hit Medium to Medium-Low attack. 
Press + to appear behind the opponent and perform a back throw. Press + to 
delay the spinning kick until Kohryu is on the ground. 


There are two tricky parts to landing every hit of Gale Crescent Moon Drop. First, 
its tough to get all three kicks in the air to land cleanly. Second, it can be diffi- 
cult to time the + + K to make contact, but hitting this move near (but not 
directly next to) a wall helps to hold opponents in place. 
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Cutter Kick hits all levels and presents a bit of a problem for foes trying to 
defend against it. Additionally, pressing @ on its own as the last attack leads to 
the Medium-striking Sword Drop Blade Kick, which you should use against foes 
that crouch in anticipation of the leg sweep. 





Because this move moves forward and twists, it’s a useful way to land behind 
opponents and immediately attack. To foil aggressive opponents, use Reverse 
Punch after a string of three punches to avoid counterattacks. 
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Although many attacks are available behind Triple Spiral Punch, this string ends 
with a Block Break attack that bounces opponents. Even if the string is blocked 
at some point, the Block Break has a better chance of getting through defenses, 
and the bounce allows for follow-up attacks. 


























In Hyper-Beast Form, Kohryu gains the Super Armor 





and Any Cancel A abilities. 
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This is an extremely rare projectile attack. 
Kohryu launches his fist for 12 hits and a 
stagger. Inferno is an excellent weapon 
against opponents trying to advance from 
a distance. Be very careful when using it 
in close range because Kohryu is helpless 
while the fist flies. 


It is possible to have as few as two € and as many as four © after the initial 
> + © You can also substitute a @ in place of + » > + @and its knock- 
back to get a launch at the end of the chain. 


Use Muroko-saki whenever Kohryu is in Beast Form and you have a chance for a 
follow-up attack against an opponent on the ground. It is twice as damaging as 
any other follow-up available. 








Because of Reversal Flowing Arrow's awesome properties, it is best to save Black Reversal Flowing Arrow is a useful move for several reasons: ifs range covers the 


Magic for opponents that are crouched in anticipation of Kohryu’s other Beast entire fighting stage; it tracks opponents, even when they're in the air; and it 

Drive. The initial dash doesn’t have a long reach, and it must connect for the rest strikes Low. After he back-flips into the ground, Kohryu tracks his opponent and 

of the Beast Drive to trigger. erupts from the ground beneath the foe's feet, launching him or her into the air 
for some target practice. 























TYRON changed Uranus into the strongest artificial beast-man machine in exis- 
tence. Is there something inside of her that will awaken, or had anyone made a 
o clone of her? Uranus had the fate to be both the wife of the god of the sky and 


the mother of the gad of time, Cronos. 
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GROUP C CHAINS 
(FOLLOW-UP ONLY) 





This move is noteworthy because, unlike most of the other ducking attacks, OAA 


is useful only against opponents with their feet on the ground. Where most duck- 


ing attacks either stagger or launch opponents, this wrestling maneuver slams 
them to the ground. 


Despite the ferocity with which Uranus slams opponents into walls, this move will 
not score ringout victories. It is important to note that this throw is not available 
in Beast Form, but is available in Hyper-Beast Form. 


The important thing to note about all chains that begin with a @ is that most 
moves can follow only after two or four punches, and @ and € can follow 
only after the first or third punches. Use Training to get a feel for the rhythm of 
hitting an even or odd number of punches and then following up with the huge 
number of chains available. 


Performed on its own, 144 “Mirage” teleports Uranus a fixed distance, facing 
the same direction as when the move began. Pressing @ quickly after the initial 
command results in a sliding kick. Use @ quickly after the initial command for 
a downward punch. You can also use ©, but be certain that Uranus will appear 
behind her opponent, or the devastating knockback move will miss. 











In Hyper-Beast Form, Uranus gains the ; + 
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1M4 replaces the move 1A4 “Mirage” from Uranus’s Human Form. This new 


move starts with an upward Medium-striking punch that carries opponents into 
the air, followed quickly by a downward strike that bounces opponents off of the 
ground. 


Whether you're in the air (first screenshot) or on the ground (@ top-right, @ 
bottom row), pressing @ or @ while you're in Beast Form is like hitting a 
“Humanorize” button. Except for the extended command input attacks (+ » > 
and + # +), pressing @ or @ reverts Uranus to Human Form while it knocks 
opponents back and deals damage. 





With a decent amount of forward motion built into the move, 1B5 “Baptism” is Should any foe come within Uranus’s arm reach while she is in Beast or Hyper- 

the Beast Drive to use when the opponent is beyond Uranus’s arm reach. Try to Beast Form, execute 1B8 “Apocalypse” immediately. While it is slightly less dam- 

tack on an extra hit after the move finishes, but make sure you turn around aging than 1B5 “Baptism,” 1B8 “Apocalypse” can be neither blocked nor evad- 

because Uranus ends this move with her back to the opponent. ed. This move is especially dangerous near destroyed walls, where it is possible 
to throw an opponent outside the fighting stage for a ringout victory. 
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The Robbit Step Hammer is a deceptive move becouse the firs! punch is actually 
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